




Apps	  for	  educa9on	  
ARLearn	  
Case	  studies	  &	  lessons	  learned	  
GPS	  +	  accelerometer	  
Emurgency.eu	  
•  Cardiac	  arrest:	  	  
•  Brain	  damage	  aEer	  3	  minutes	  
•  Volunteers	  and	  professionals	  
•  No9ﬁca9on	  via	  smartphone	  
Camera	  
microphone	  
Near	  Field	  Communica9on	  (NFC)	  
•  Extends	  RFID	  
•  Passive	  mode	  
–  Ini9ator	  generates	  radio	  signal	  
– Target	  without	  power	  supply	  
•  Ac9ve	  mode	  
– Both	  ini9ator	  and	  target	  have	  
power	  supply	  and	  can	  
alternate	  signal	  
Near	  Field	  Communica9on	  (NFC)	  
•  Passive	  mode	  
– Phone	  reads	  tag	  
–  (phone	  can	  act	  as	  a	  tag	  and	  
can	  be	  read	  by	  other	  reader)	  
•  Ac9ve	  mode	  
– Both	  ini9ator	  and	  target	  have	  
power	  supply	  and	  can	  
alternate	  signal	  
•  Ac9ve	  mode	  
– Payment	  with	  phone	  
NFC:	  micro	  interac9ons	  
•  In	  car	  
– Change	  phone	  seSngs	  
•  Nightstand	  next	  to	  bed	  
– Reset/ac9vate	  alarm	  
•  At	  the	  oﬃce	  
– Open	  mailbox	  
•  Check-­‐in	  on	  loca9on	  
•  …	  
Apps	  for	  educa9on	  
hZp://www.mobilewalla.com/Desktop/AppIntel_AppCountByCatg.htm	  
Bloom’s	  revised	  taxonomy	  
•  Mul9-­‐9ered	  model	  of	  
classifying	  thinking	  according	  
to	  six	  cogni9ve	  levels	  of	  
complexity.	  
•  OEen	  depicted	  as	  a	  stairway	  in	  
which	  students	  need	  to	  be	  















Bloom’s	  revised	  taxonomy:	  remembering	  
•  Focus	  on	  recalling	  facts.	  Memory	  is	  used	  to	  
















Augmented	  Reality:	  Locatory	  













•  Serious	  game	  engine	  
•  VR	  and	  AR	  clients	  
•  Excursions	  
•  No9ﬁca9on	  
•  Rich	  media	  
•  Loca9on	  based	  	  
assignments	  
22	  
Florence case Amsterdam case Hostage case 
Game  
design 
Scavenger game Adventure game Decision game 
Delivery 
Channel 
augmented reality augmented virtuality augmented reality 
Pedagogic 
approach 
situated learning expository learning learning through 
decision taking 
ARLearn	  Case	  studies	  
23	  
Cultural	  Science	  Fieldtrip	  in	  Florence	  
24	  




•  Choose	  a	  loca9on	  for	  ﬁeldwork	  with	  proper	  GPS	  
recep9on	  
– High	  buildings,	  narrow	  streets	  :(	  
•  Reserve	  9me	  for	  users	  to	  make	  themselves	  acquainted	  
with	  the	  smartphone	  
•  BaZery	  life	  ~	  GPS/network	  opera9ons	  
•  Balance	  between	  automa9c	  start	  and	  manual	  start	  of	  
audiofragments.	  	  
26	  
Hostage	  Simula9on:	  Real	  World	  
Training	  for	  cri9cal	  situa9ons	  
27	  
Roles	  /	  teams	  
•  Head	  of	  Oﬃce	  -­‐	  Security	  Oﬃcer	  -­‐	  Staﬀ	  	  Welfare	  
•  a	  role	  is	  performed	  by	  a	  small	  group	  with	  smartphone.	  
•  advance	  organizer	  for	  real	  drill	  





Streetlearn:	  ARLearn	  streetview	  client	  
•  cultural	  heritage	  case	  :	  	  
Amsterdamse	  grachtengordel	  
•  Unesco	  site	  with	  100%	  google	  streetview	  
coverage	  
•  storyboard	  based	  on	  real	  historic	  event:	  
smuggling	  marihuana	  from	  Libanon	  in	  early	  
1970s	  
•  Player	  takes	  role	  of	  Ada	  Jobse,	  a	  police	  oﬃcer	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Streetlearn:	  ARLearn	  streetview	  client	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Streetlearn:	  ARLearn	  streetview	  client	  
remembering	  
